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Note: NPCs that are not included are: the Abjurer, 
Archdruid, Bard, Chapmion, Conjurer, Diviner, 
Enchanter, Evoker, Illusionist, Martial Arts Adept, 
Master Thrief, Necromancer, Transmuter, War Priest, 
Warlock of the Archfey, Warlock of the Fiend, Warlock 
of the Great Old One, and the Warlord. These are great 
NPCs I would have added, but are already part of Volo’s 
Guide to Monsters. I recommend that supplement. 


Easily customize NPCs for flavor 
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AciLe FicHTER 


Meta nate agement 


STR DEX «CON. INT. WIS CHA 
20) 16 (3) 11 (+0) 10[+0) 10-0) 10(-9) 


‘Senses passive Perception 10 
Languages Anyone language (usually common) 
challenge 1 (2002) 


AcTIONS 
Mutiateack. 1 


aghter makes twa weapon attacks 


Shortsword. Melee Weopon Attack: “Sta hit, reach 5 ft, one 
creature. Hie (106 +3) plereing damag 


‘Shorthow, Ranged Weapan Attack: +5ta hit, range 80/320 ft, on 
creature it (10% 1) piareing damage 


Drow RalDer 


Mecturn ef noua ew 


‘Armor Clase 1 (studded leather) 
Hit Points 22 (538 +0) 
Speed 30 
STR DEX CON INT wis HA 
160) 1643) 19 40) 10-0) 1060) 100), 
Skills Perception +2, Stealth +5 


Senses datlvision 120 ft pasiv 

Languages £vis", Undereomman 

Challenge ? (200 XP) 

Fey Ancestry. The draw raider has advantage on saving thraws against 
charmed, ans magic can't put te draw raider to sleep. 


Innate Spelfeasting. The drow raider's innate spelleasting ability is 
ll save 0 | aracis). can innateh 
quiring na material components: 


‘Sunlight Sensitivity. while in sunlight, the drow raider has disadvantage 
onattack well 2s on Wisdom (Perception) checks that rly on sight. 


‘Swift Strike. 1 the fighter makes 2 dash action Ina dicectline toward a 
creature, jt may make meine attack aga 


ACTIONS 


Maltiattack, [he fighter makes two weepon atacks 


Shortsword, Melee Weapon Attack: Sto hit, reach 5 tt, 0 
1d6 ~ 3) piercing camage. 


reat 


shortbow, Hanged Weapon Attack: +510 hit. range 80/ 
Hit 6 (106 + 3) piercing damage. 


SS 
2 


107 .one creature. 


AcILe FicHTER 


Veclum humancid, ey alignment 


‘Armor Class 15 (studded leather) 
Hit Points 22 (5c8 » 0) 
Speed 30 ft. 


DEX CON. INTs WIS CHA 
16 (+3) 11/40) 10{+0) 10(+0) 10 (+0) 


Senses passive Perception 10 
Languages Any one language (usually common) 
Challenge 1 (200 x?) 


Swift Strike. Ifthe fighter makes @ dash action in a direct ine 
toward a creature, it may make a single melee attack against it 


ACTIONS 
Maltiattack. The 


hter makes two weapon attacks. 


Shartsword. sie Weopon attack: +5t0 hit, reach fe, ane 
creature, Hit 6 (106 + 3) piercing damage. 


Shartbow. Ranged Weapon attock: +5t0 hit, range 80/320 fone 
ature, Hit 6 (106 +3) piercing damage. 


ARCANE TRICKSTER 


Mecium humanoid, any alignment 


‘Armor Class 13 (lexther) 
Hit Points 26 (808 + 0) 


Speed 30". 
sm DEK con INT wis cHA 
10(+0) 14642) 10 (r0) 131) 1442) 16(03) 


Skills Deception +5, Insight +4, Performance +5, Persuasion 5, Sleight of 
Hand +4, Stealth +4 

Senses passive Perception 12 

Languages Any one lenguege (usually commen) 

Challenge 1 (200°) 

Wimble Escope. The arcane trickster can take the Disangage or Hide action 

2 bonusaction on each ofits turns. 


Sneak Attack (1/turn). Tha trickster deals an extra 7(246) damage whan it 
hits atarget with a weapon attack and has advantage on the aitack rll, or 
when the target is within 5 feet of an ally ofthe trickster that isn’t 

incapacitated and the trickster doesn’t have disadvantage on the attack rel 


‘Spelleasting. The trickster is a 3rd level spelleaster. Its spellcasting ability is 
Charisma (spell save Dc 13, >5 ta hit with spell attacks). The trickster has the 
allowing bard spells prepared: 


Cantrip (at wil): mage hond, vicious mockery 
Ist level [4 slots]: charm perso 
2nd level (2 slots): visibility 


sleep 


ACTIONS 
Dagge: 


Melee or Ranged Weapon Atiock: +4 to hit, reach § ft. or range 20/60 
fi, one creature, Hit: (1dé + 2) piercing damage in melee, or 4{1d4 +2) 
piercing damage at range, plus 3 (106) poison damage, 
eee 
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ARTIFICER ALCHEMIST 


Medium humanoid, any alignment 


‘Armor Class 15 (+1 studdad leather) 
Hit Points 22 (7c8 + 7) 
Speed 


STR DEX «CON INT: =—s WIS-—s CHA 
14 (0) 14(+2) 12(+1) 18 (+4) 14(-2) 10(+0) 


is Arcana #6, History +6, Investigation +6 
Senses passive Perception 12 

Languages Ary three languages 
Challenge 2 (450 x?) 


Spelleasting. The alchemist is a Sth-level spelicaster. Its 
spellcasting ability isintelligance (spell save DC 14, +6 to hit 
with spell attacks), The alchemist has the followingartificer 
spells prepared: 


Istlevel (4 slots) olarm, cure wounds, disquize self 
2nd level (3 slots): blur, lesser restoration, magic weapon 
3rd level (2 slots): blink 


ACTIONS 


Infuse Magic (2/day). The alchemist can spend 1 minute 
infusing an item with one of the spells it knows, provided the 
spell has 2 casting timeof one action. A creaturewith an 
Intelligence score of 6 or higher thereafter may activate the 
spell as an action 

‘The spalicasting save DC and modifier of the activated item 
is the same as the alchemict's, Ifthe spelltargets morethan 
one ceature, the creature that activates the item selects the 
additional taroets. Ifthe soell has an arza of effect, itis 
cantared on the item. Ifthe spall’s range is self, t targets the 
creature that activates the item. If the spell requires 
concentration, the creature that activates the item maintains 
theconcentratian as if they had cast the spell 

‘An infused item remains so for & hours, after which point, the 
magic fades 


Alchemical Acid (3/day), The alchemist throws a vial of acid ata 
creature or object up to 30 feet away. Creatures within a S-foot 
radius must make a Dexterity saving throw, taking 3d6 acid 
damage on a failed save, or half as much on asuccessful one. 


) Flash bomb (2/day), The alchemist throws a ceramic bomb at a 
paintan the group up to 30 feet away. Each creature within a 
10-foot radius ofthe impact must make a DC 14 Constitution 
saving throw or be blinded until the end of the alchemist's next 
turn. 


Crossbow, light. 2anged Weapon Attack: +4 to hit, range 80 
one creature. Hit 6 (18 + 2) piercing damage. 


Rapier. Melee Weopon Attack +4 to hit, reach § ft, one creature. 
Hit 6 (148 + 2) piercing damage. 


ARTIFICER GUNSMITH 


Medium humanoid, any olignment 


‘Armor Class 15 (chain shirt) 
Hit Points 33 (748+ 7| 
Speed 20 ft 


STR DEX «CON. sINT = WIS-—s CHA, 
11(+0) 16(+3) 12 (+1) -18(+4) 14 (+2) 10 (+0) 


Skills Arcana +6, History +5, Investigation +6 
Senses passive Perception 12 

Languages Any three languages 
Challenge 2 (450 xP) 


Spelicasting, The antificer gunsmith is a Stvievel spellcaster 
Its spellcasting ability is Intelligence (spell save DC 14, +6 to hit 
with spell attacks), The artificer gunsmith has the following 
artificer spells prepared 


istlevel (4 slots}: expeditious retreat, longstrider 
Ind level (3 slots): blur, magic weapon . see invisibility 
3rd level (2 slots): blink 


Infuse Magic (2/day). The artificer can spend 1 minute infusing 
an item with ane of the sp2lis it knows, provided the spell has. 
a casting time of ene action. A creature with an Intelligence 
score of 6 orhigher thereafter may activate the spell asan 
The spellcasting save DC and modifier of the activated item 
the same as the artificer's. If the spell targets more than one 
creature, the creature that activates the item selects the 
additional targets. If the spell has an area of effect, itis 
cantarad on theitem. If the spall’s range is saff, it targets the 
creature that activates theitem. Ifthe spell requires 
concentration, the creature that activates the item maintains 
the concentration as if they had cast the spell. 

An infused item remains so for 8 hours, 
the magic fades. 


rvrhich point, 


ACTIONS 


Rapier. Mele2 Weopon Attack: +5 to hit, reach ft, one 
Hit 7 (148+ 3) piercing damage 


Thundercannon. Ranged Weopon Attack: +5 to hit, range 
150/300 ft, one creature. Hit 17 (Ad6 + 3) thunder damage. 


BasTION 
dedi hasan 
Armor Class 
Hit Points 11 


d 30 


i, any olignment 


STR DEX CON INT WIS CHA 


Saving ThrowsStr +7. C 
Skills Ath 3 


Brute. A melee weapon deals one extra die of it: 
damage when the bastion hits with it (included in 
tack). 


Shelter. Allies within 5 feet of the bastion gain a +2 
bonus totheir AC, ifthe Bastion is not prone or 
incapacitated. 


Shield Charge. If the bastion moves at least 10 


aight towarda target and then hits it with i 


onthe same tum, the target takes an extra 
(308) bludgeoning damage. ifthe target is a 
creature, it must succeed ona DC 15 Strength 
saving throw or be knocked prone. 


ACTIONS 


Multiattack. The bastion makes two weapon 
attacks. 


Javelin. Melee or Ranged Weapon Attack: +7 to hit 
reach 5 ft or range 30/120 ft, one creature. Hit! 11 
(206 + 4) piercing damage in melee, or 11 (26 
Piercing damage at range. 


Bleck. The bastion adds 
would normally hit it. To do so, the bastion 
must see the attacker and be wielding a shield. 


3 AC against an attack 


Beast MAsTER 


Medium humanoid, any alignment 


‘Armor Class 15 (studded leather) 
Hit Points 39 (6d8 ~ 12) 


Speed 20 ft. 
STR DEX CON INT WIS CHA 
14(12) 16(+3) 14(12) 13(+1) 16(63) 14(+2) 


Skills Animal Handling +5, Nature +3, Survival +5 
Senses passive Perception 13 

Languages Any languages 

Challenge 1 (200 x?) 


Exceptional Training. The beast master can have a 
bond with one or more beasts from the Monster 
Manual, as determined by the DM. The beast obeys 
the master’s commands as best as it can, andtakes its 
turn on the master's initiative order. 

ne it's turn, the beast master can verbally 
command the beast where to move (with no action 
required on the master's part).In place of one of its, 
‘weapon attacks, the beast master can command the 
beast to take the Attack action, The beast has 


advantage on attacks itis commanded to make, 

sa bonus action, the beast master cancommand 
the beast to take the Dash, Disengage, Dodge, or Help 
action. It takes attacks of opportunity and other 
reactions without needing the beast master's 
command, 


Spellcasting. The beast master is a 2nc-level 
spellcaster. Its spelicasting ability is Wisdom (spell 
save DC 13, +5 tohit with spell attacks). The beast 
master has the following ranger spells prepared 


ist level (2 slots): animal friendship, speak with animals 


ACTIONS 


Multiattack, The beast master makes two weapon 
attacks. 


Scimitar. Melee Weapon Attack: +5 to hit, reachS ft, 
one creature, Hit: 6 (1d6 + 3) slashing camage. 


Shortbow. Ranged Weapon Attack: +5 to hit, range 
80/320 ft,, one creature, Hit: 6 (1d6 + 3) piercing 
damage. 
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———————————— 
BRAWLER 


Meciurs humanoid. ay olignment 


Armor Class 12 (leather) 
Hit Points 39 (6c8 + 12) 


Speed 20 10 
STR DEX. = «CON. sINT = WIS_—CHA, 
14(-2) 12 [e1)15(-2] 96-1) 10(+0) 3-1) 


Skills Athletics v4 
Senses passive Perception 10 

Languages ary ane language (usually camman) 
Challange 1/2(100 x) 


Still Standing. 1" the brawier has 10 of fewer hit points remaining. i 
has advantage on attack ral, 


ACTIONS 


Multiattack. The brawier makes two unarmed strikes or one 
greatclub attack 


Greatclub. Melee Weapon attack: +4t0 hit, reach 5 ft. one creature. 
bit: 6 (1d8 + 2) bludaeoning damage. 


Unarmed Strike. Melce Weopon Attack: +4 ta hi 
creature, Hit-4 (104 + 2) bludgeoning damage 


———————— 
TG 
CavaLry SPECIALIST 


Mediums human, any aligns 


reach 5 ft, one 


‘Armor Class 17 (chain shirt, shield) 
Hit Points 38 (7c8 + 7) 


Speed 30 ft 
ste Dex coN Int wis CHA 
: 16(+3)—14(42)— 12 (41) 10(+0) 1241) 10 (0) 


Skills Animal Handling +3 
Senses passive Percention 11 
Languages Any one language (usually common) 
Challenge 2 (450 x) 


Skilled Rider. attack rolls made against the cavalry specialist's mount 
have disadvantage 


Thundering Charge (1/Turn).1F the cavalry specialist's mount moves at 
ast 20 feat straight toward target and the specialist hitsit with a spea 
attack on the same turn, the target takes an extra 7 (206) 

damage. Tithe target is a creature, it must succeed on 3 DC 13 Strength 
saving throw or be knocked pra’ 


AcTIONS 


ultiottack. The cavalry specialist mak 


‘Spear. Melee or Ranged Weapon Attock: +5to hit, each 5 ft. or rang 
fone creature. Hit: 6 (106 + 3) piercing damagein melee, ot 6 (106 +3 


Javelin. Melee or Ranged Weapon Attack: 15 to hit, reach 5 ft. or range 
fone creature, Hit? 6 (106 +3) plercing damage in melas, or & 


Nato 


DEFENDER 


‘Medium humoretd, any alignment 


Armor Class 19 (splint, shield) 
Hit Points 39 (608 + 12) 


Speed 30 it. 
STR DEX CON INT wis CHA 
14(2) 10 (+0) 14(2) 10 (+0) 10040) 9-1) 


Senses passive Parcaption 10 
Languages Any one language (usually common) 
Challenge 1 (200 x) 


ACTIONS 


Warhammer. Melee Weopen attack: +4to hit, reach S ft, ane creature. Hit 6 
(148 + 2) blucigecning damage, or 7 (1410 + 2) bludgecning damage if used 
with two hands to make a malee attack 


Javelin. Melee or Ranged Weapon Attack: +4 to hit, r#ach 5 ft. or range 30/120 
ff, one creature, Hit:§ (146 + 2) piercing damagein melee, or 5 (1d6 +2: 
piercing damage at range 


Gooding Attack (Recharge 5-6), The deferider mak: 
hits, imposes disadvantage on the target ir it attacks 


REACTIONS 


Block. The defender adds +2 AC against an attack that would normally hit it 
To doo, the defender must see the attacker and hawielding a shield 


SS 
———— 
Dueuisr 


Medium humanoid ony alignment 


Armor Class 15 


Hit Points 22 
Speed 20 tt. 
STR DEX CON INT wis CHA 
11(+0) 16( 2(41) 12 (41) 


Skills Perception +3 
Senses passive Perceation 13 

Languages Any one language (usually commen) 
Challenge | (200 xP) 


ACTIONS 


Multiattack. The dualist makes two rapier attacks. 


Ropler. Melee Weapon Attack: +5 to hit, reach 5 fl, one creature, Hit:7 (148+ 
3) piercing damage. 


Suave Defense. While the duelist is wearing light armor or no armor and is 
not wielding a shield, its AC includes its Charisma modifier 


REACTIONS 


Parry. The dualist adds +2 AC against an attack that would narmally hitit. 
To do so, the duelist must see the attacker and bewielding a mek 
weapon. 

i 
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ErernaL HunTeR 


Medium humanaid. any alignment 


Armor Class 17 (studded leather) 
Hit Points 97 (15d8 + 30) 
Spoed 20 ft 


STR DEX CON INT WIS CHA 
14(+2) 20(+5) 14(+2) 14(+2) 18(+4) 12 (+1) 

Saving Throws Dex +8, Int +5, Cha +4 

Skills Acrobatics +8, Athletics +5, Nature +5, Perception 
+7, Stealth +8, Survival +7 

Senses passive Perception 17 

Languages Any one language (usually common) 

Challenge 7 (2900 xP) 

Ethereal Strike (Recharge 5-6). In place of one of its 

weapon attacks, the hunter, as a bonus action, can 

teleport to an unoccupied space within 30 feet that it 

can see, and within 5 feet of a creature against which 

the hunter makes a shortsword attack that does an 

additional 13 (308) force damage, 


Piercing Arrows. When the hunter hits a creature with 
its longbow, it can make an additional longbow attack 
against another creature in a straight line up to 30 feet 
away from the first target. The hunter's arrows are also 
magical and do an adsitional 4 (1d8) force damage 
(included in the attack). 


AcTIONS 


‘Multiattack. The hunter makes three weapon attacks, 


Longbow. Ranged Weapon attack: +8 to hit, range 
150/600 ft., one creature, Hit: 14 [208 + 5) force 
damage. 


Shortsword. Melee Weopon Attack: +8 hit, reach 5 ft 
one creature. Hit:8 (106 + 5) piercing damage 


REACTIONS 


Uncanny Dodge. The hunter halves the damage from 
an attack that hits it, The hunter mustbe able tosee 
the attacker. 
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————————— 
Heteropox Priest 


Mesium han 


52, any ligament 


‘Armor Class 15 (breastplate) 
Hit Points 91 (1448 +28) 
Speed 30. 


STR 
16(:3) 


Saving Throws Vis +6 


challenge 5 (1200 x 


Spellcasting. The heterodox priests 2 10th-evel spellcaster. Its spellasting ability is 
save DC 14, 6 tohit with spell attacks) The heteradox priest has the following cleric 5 


ior (spall 
ells prepared: 


Cantrip (at wil) gu 
Istlevel (4 slots): com 
2nd level (3 slots}: ougury, hol si 
43rd lovel (3 slots); bestow curse, speak with dead, sending 
{th level [2 slots) divination, freedom of mavernent, 

sth level fom 


nouraturay 
nfl wounds, cure wounds 


ke, mass cure wounds 


ACTIONS 


Muitiottack. The heterosion priest makes two weapon attacks 


20/60, one creature, Hits 


Dagger. Wetec or Ranged Weapon attack: 6 to hit, reach 5 ft or rang: 
(ily 3) piercing damage in males or 5(1dé 13) piercing eam: 


Morningstar. Melee Weapon Attack: \6to hit, tone creature. Hit: 7 (108 + 3) piercing damage 


Honor -Bounp FicHTeR 


Medium humanoid, any alignment 


Armor Class 17 (splint) 
Hit Points 78 (1202 + 24) 
Speed 30 ft 


STR DEX CON INT_— WIS. 
16(+3) 14(+2) 15 (+2) 13 (+1) 15(+2) 


Saving Throws Cha +5, Str +6, Wis +5 

Skills Athletics +6 

Senses passive Perception 12 

Languages Any one language (usually common) 
Challenge 5 (1800?) 


Death Before Dishonor. The hionor-bound Tahter has advantage 
on saving throws against being charmad or frightened. 


Still Standing, While it has 20 hit points or fewer, the fighter has 
advantage on attack rolls, 


Actions: 
Multiattack The fi 


iter makes three weapor 


Greatsword. Melze Weapon Attack: +6 to hit. reach 5 ft.. one 
creature. Hit: 10 (246 ~ 3) slashing damage, 


Longbow. Ranged Weapon Attack: +6 to hit, range 150/600 ft 
one creature, Hit 7 (1d8 + 3) piercing camage. 


———————————— 
Sa 


—eaeaeaea———————————— 
INQUISITOR 


Medium humanoid, any alignment 


‘Armor Class 16 (studded leather) 
Hit Points 104 (16d8 + 32) 
Speed 30 ft 


STR DEX CON INT WIS CHA 
14(+2) 18(+4) 14 (+2) 15(+2) 16 (+3) 14 (+2) 


Saving Throws Wis +6 

Skills Insight +6, Intimidation +5, Investigation +5, 
Perception +6 

Senses passive Perception 16 

Languages Any two languages 

Challenge 5 (1800 xP) 


Stern Resolve. The inquisitor has advantage on saving 
throws against being charmed or frightened 


Spelicasting. The inquisitor is a Sth-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 14, +6to hit 
with spell attacks). The inquisitor has the following cleric 
spells prepared: 


Cantrip (at will): guidance, thaumaturgy 
Ist level (4 slots): bane, detect evil and good, protection 
from evil and good 

2nd level (3 slots): hold person, lesser restoration, zone of 
truth 

3rd level (2 slots): dispel magic, remove curse 


ACTIONS 


Multiattack. The inquisitor makes three melee attacks 
or two ranged attacks. The inquisitor ignores the 
loading quality on the hand crossbow. 


Crossbow. hand. Ranged Weapon Attack: +7 to hit, range 
30/120 ft., one creature, Hit:7 (146 +4) piercing damage, 
plus 3 (146) fire damage 


Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 
5 ft. orrange 20/60 ft., one creature. Hit: 6 (144+ 4) 
piercing damage in melee, or 6(1d4 +4) piercing 
damage at range. 


Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft,, one 
creature. Hit:8 (1d8 + 4) piercing damage. 


REACTIONS 


Party. The inquisitor adds +3 AC against an attack that, 
would normally hit it. To do so, the inquisitor must see 
the attacker and be wielding a melee weapon. 


eee 
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Journeyman Mace 


Wieden humanoid, any alignment 


‘Armor Class 12 (25 with mage armor) 
Points 31 (743 + 0) 
Speed 20%. 


STR DEX CON INT WIS CHA 
10(+0) 14(+2) 19(60) 16(+3) 12 (+1) 11(00) 

Skills Arcana +5. 

Senses passive Perception 11 

Languages Any three languages 

Challenge 3 (700 xP) 

Spellcasting. The journeyman mages a Sth-level 

spellcaster. Its spellcasting abilty is Intelligence 

hit with spell attacks). The journeyimar 
wizard has the following wizard spells prepared: 


Cantrip (at will: minor illusion, fire bot, mending 
steve [4 slats): mage armor, jump, shield 
2nd level (3 slats) alter self, agarzzar's scorcher 
3rd level (2 slots): counterspell ghtning bolt 


“The wizard costs these spells on itself before combat. 


Wreopon Aitack: +0te hit, reach Sf 
one creature. Ht’3 (166) bludgeoning damage 
———SSeeee 


MartiaL COMMANDER 


Medium humanaid ony alignment 
‘Armor Class 19 (haif plate, shield) 
Hit Points 78 (1248 - 24) 


Ex con 
14602) 14 (42) 


Skills Intimidation +4, Athletics +5 
Senses passive Percention 11 
Languages Any two Ianguages 
Challenge 4 (1100%°) 


AcTIONS 


Multiattack, The martial commander makes thres longsword or tro javelin attacks 


Leadership (Recharges ofter @ Shart or Long rest). For 1 minute, the martial 
commander can utter a special command or warning whenever a nonhastle 

creature that itcan see within 30 feet of it makes an attack roll or saving throw. 7 
creature can adda dé to its roll provided it can hear and understand the 
commander. A creature can benefit from only ane Leadership die at a tme, This 
effect ends if the commanders incapacitated. 


Longsword. Melee Weapan attack: +5 to hit, rea 
slashing damage, or 8 (1d10 + 3) 
alee attack 


5 fone creature, Hit-7 (148 +3) 
hing damage if used with two hands to make = 


Javelin. Melee or Ranged Weopon attack: +5 ta hit, aach Sf or rang 
creature, Hit 6 (1d6 = 3) piercing dam. 


20/120 ft, one 
in melae, or 6(148 + 3) piercing damage 


REACTIONS 


Porry. The martial commander adds +2 AC against an attack that would normally hit 
it To do so, the commander must see the attacker and be wielding a melae 13 
weapon. 


Master SworpsMAn 


Medurm humanott, any alignavene 


‘Armor Class | 
Hit Points 12 
specd 


ste 


Sala Acrobatic 
renee 
Challenge? 


Cold steel. Th 
and no othe: 


master swordsman gains +1 to ite 
shield (incluced inthe attack 


nage with its Iongsword while wielding it 


risman can use its Dexterity score when making attacks with is 


aster Swordsman mak sword at 
Longsward. Melee Weapon Attack: +8 ta hit, reach 5 ft, one creature. Hit 10 (1d8~ 6) slashing 
damage, or 11 (1010+ 6) slashing damage If used with two hands to make a melee attack 


Parry. The master sw 
the ‘swordsman must 


‘would normally hit it. Ta da sq 


Aiposte (Recharge 5-6). The master sw 
missed itwith a melee attack 


nattack against a creature that 


Mystic 


donate 


‘Armor cla 
Hit Points 2 
Speed 30 


ste Dex it was cHA 


Challenge 3 (70 


Spellcasting/Psianics. Th= mysticis 2 9th level spalicaster Ts spelcasting abit i Intelligence 
4, 6 to bit with 3 Many mystics practice psionics. Such mystics 
require no verbal, somatic, or materlal requirements for thelr abilities. In either case, the mystic 


effectively as the following wizard spells prepared: 


message, thnderciap 

‘harm person disgust self mage armor 
detect troughs, o 

(ots): cinimayanceghtning bet, 

th level (3 slots): arcane 

Sth evel (1s 


iekepol reciae 


*The mystic costs thes 


Strength of Mind (Recharges ofter a Short or Long Rest). If he mystics required to make a 
dentin it may use its Wisdom save modifiers instead. 


Ac 
Dogger. Melee or Ranged Weopon attack ~2 1 hit reach 5 ft or range 20/60 fe one creature. Hi 
4 (108 +2) piercing damage in melee, or 4 (104 +2) piercing damage at range. 14 


Medium humancid, any alignment 


‘Armor Class 17 
5 65 (10d8 + 20) 
Speed 40 


STR DEX CON INT WIS CHA 
12 (+1) 18 (+4) 14 (+2) 12(+1) 16(+3) 10 (+0) 


Saving Throws Dex 10, Wis +6 
Skills Acrobatics +7, Deception +3, Sleight of Hand +7, Stealth 


Senses passive Perception 12 
Languages Any one language (usua 
Challenge 6 (2300 XP) 


Evasion. If the ninjais subjected to an effect that allows it to 
make a Dexterity saving throw ta take anly half damage, the 
ninja instead takes no damage ifit succeeds on the saving 
throw, and only half damage if it fails. 


Shadow Stealth. While in dim light or darkness, the ninja can 
take the Hide actionas a bonus action 


Unarmored Defense. While the ninja is wearing no armor and 
wielding no shield, its AC includes its Wisdom modifier, 


AcTIONS 


‘Multiattack. The ninja makes two weapon attacks. 


Shortsword. Melee Veopon Attack: +7to hit, reach fone 
creature. Hit 7 (106+ 4) piercing damage, plus 7 (2d6) poison 
damage. 


Dart. Ranged Weapon Attack: +7 to hit, range 20/60 ft, on 
creature. Hit 6 (144+ 4) piercing damage, plus 7 (2d6) poison 
damage. 


Smoke Bomb (1/Day). The ninja throws a smoke bomb at 3 
point up 60 feet away. The erea within a 5-foot radius of the 
impact immediately becomes heavily obscured, A moderate 
wind (at least 10 miles per hour) disperses the smoke in 4 
rounds; astrong wind (20 or more miles per hour) disp 
itin one round. Otherwise, the smoke dissipates after 1 
minute. 


s 


REACTIONS 


Deflect Missile, in response to being hit by a ranged weapon, 
the ninja deflects the missile, The damage it takes from the 
attack is reduced by 1610 +4. If the damage is reduced to 0, 
the ninja catches the missile ifits small enough to hold in one 
hand andthe ninja has a free hand. 
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Studio 


Ourianp VETERAN 


‘Armor Class 15 (hi 
Hit Points 58 (338+ 18) 


Senses passive Perception 11 
Languages Any one langusue (usually commo} 
Challenge 2 (450 xP) 


Ferocious Attocks, Th 
ulin the 


Pock Tactics, The vet 
of an’s ali 


39¢ on an tack roll against a creature if at least 
f the ally isnt incapactatee, 


ActIONS 


Maltittock. The veteran makes wo weapon attacks. 


Mandoxe. Ucee 


Ranged Weapon Attack +40 Fit, reach $f. oF range 20/60 ft. on 
2d6 +2) slashing damage in mele, of 9 (206 +2 


2) piercing damage in melas, ar 9 (206+ 2) piercing damage at 
fused with twa handsto make a melee attack 


OVERSEER 


esta 


houmancis any olanment 


‘Armor Class 15 (stuaded leatner) 
Hie Points 52 


speed 
STR DEX ant wis cHA 
12(+1) 16(-3) ale 15 (2) 


Skills Insight +4, Intimidation +4 
Senses paszive Perception 12 

Languages Any ona language (usually common) 
Challenge 2 (450 x) 


Intimidating Glare, #: a bonus action, the overseer can directite gaze ata creature it can 
see. The creature must C13 Wied for 1 minute. 
The creature may repeat this saving throw at the end of each of its turns. On a succes 

e to the averseer's glare for 24 haur 


AcTIONS: 
‘Multiattack. 7 


Leadership (Recharges after a Short or Long rest). For 1 minute. the ove 
‘command of warning whenever a nonhostile creature that it can see within 30 feet 

2 da to ite roll provides it 

rom only one Leadership 


ntow. The creature can at 


seer. A creature can ben 
fect ends ifthe overseer is incapacitated 


/eopon Attack: +5 to hit reach 5 ft one creature. Hit 6 (106 + 3) slashing 


Whip (optional). Melee Weapon Attack: +5 to hit, each 10 ft, one creature. Hit S (104 + 3) 


slashing damage. 


Sleep Dart. Ranged Weapon attack: +5 to hit, range 20) 
mage. The targeted creature must succeed on a DC 12 Constitution saving theaw ar fal 
leap for 1 minute. The target awavens iit takes damage or 2 reature tak 
‘another action to wake it, This attack has na effect on constructs or undea 
———————————— eee 
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60 f, one creature. Hit 4 1 pier 


——aaeaea—e—ea——————— 
PALADIN 


Medium humanoid, ony alignment 


Armor Class 20 (plate, shield) 
Hit Points 71 (1108 + 22) 
Speed 30 ft 


STR DEX CON INT WIS CHA 
16 (+3) 42 (+1) 14(+2) 11(¢0) 12(+1) 16 (+ 


Skills Animal Handling 14, Religion +3 
Condition Immunities diszase¢, frightened 
Senses passive Perception 11 

Languages Any one language (usually common) 
Challenge 5 (1800 xF) 


Divine Sense (4/day). Until the end ofits next turn, the 
paladin knows the location of any celestial, fiend or 
undead within 60 feet that is not behind total cover. 


Lay on Hands. Asan action, the paladin can touch a 
creature and draw from its pool of 25hit paintsto 
restore a number of hit points to that creature, up to 
the maximum remaining in its pool. 

The palacin can, alternatively, can expend 5 hit 
points from its pool of healing to cure the target of 
one disease or neutralize one poison affecting it. It 
can cure multiple diseases and neutralize multiple 
poisons with a single use of Lay on Hands, expending 
hit points seperately for each one. 

This feature hes no effect on undead or constructs. 


Sacred Weapon (1/day). For 1 minute, the paladin 
adds its +3 to attack rolls made with its longsword. 
Tne longsword also emites a bright light in a 20-foot 
radius, and dim light 20 feet beyond that. The weapon 
attacks are considered magical. 


Spellcasting. The paladin is a 4th-level spellcaster. Its 
spellcasting ability is Charisma (spell save DC 14, +6 to 
hitwith spell attacks), The paladin has the following 
paladin spells prepared 


1st level (4 slots): compelled duel, protection from evil 
and good, shield of faith 
2nd level (2 slots): lesser restoration, zone of truth 


ACTIONS 


‘Multiattack. The paladin makes two longsword 
attacks 


Longsword. Melee Weepon Attack: +6 to hit, reach 5 ft, 
one creature. Hit: 7 (148 + 3) slashingdamage, or 8 
(1010 + 3) slashing damage if used with two hands to 
make a melee attack, plus 4 (1d8) radiant damage. 
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EEE 
PERFORMER 


Medium humenoid any alignment 


‘Armor Class 16 (stucded leather) 
Points 44 (5d8-+ 8) 


Dex con Int wis cHA 
18(ea)—t2(1) 241) 142) 163) 


Saving Throws Dex 76 
Skills Acrobatics +6, Performance +7, Sleight of Hand +6, Stealth +6 
Senses passive Parception 12 

Languages Any ane language (usually common) 

Challange 3 (709 XP) 


Evesion. IFthe parformeris subjected to aneffect that allows itto make a 
Dexterity saving thraw to take only halfdamage,t 
no damage ifit succeeds on the saving throw, and only half damag 


performer instead tak 
fit alls. 


Light-footed. The performer can take the Dash or Disengage action as a bonus 
action, 


Sneak Attack (1/turn), The performer desisan extra 7 |206) damage when t 
hits 3 target with aweapan attackand has advantage on the attack rol, or 
when the target is within 5 feet of an ally of the performer that isn’t 
incapacitated and the performer doesn’t have disadvantage on the attack ro 


ACTIONS 


Multiattack. Makes three melee or ranged weapon attacks. 


Fire Brecth (Recharge 5-6}; optional Creatures within 215 foot cone af the 
performer must make a DC 14 Dexterity saving throw, taking 406 fire 
tn failed save, or halt as much on a successful one, 


Dagger. Welee or Ranged Weopan attack: +6 to hit, teach 5 ft or range 20/60 f. 
fone creature. ait: 6 (144 +4) piercing damage in meles, ar6 (1a + 4) par 
damage at range 


fone creature. Mite 6 (Ie4 + 4) 


Whip. elev 
slashing damnay 


RELENTLESS FIGHTER 


Medien emer org oli 


Armor Class 16 (chain shirt. shield) 
Hit Points 37 (5d + 15) 
Speed 30 f 


sTR DEK con Int wis cHA 
15(+2) 13[47) 16 (+3) 10 (+0) 11 (0) 10 (+0) 


saving Throws con +5 
Skills Athltics + 

Senses passive Perception 10 

Languages Any one language (usually common) 
Challenge 1 (200 xP) 


. Werrior's Fortitude. IF damage reduces the relentless fighter (a0 hit points, it must make a 
Constitution saving throw witha DC of 5 + the damage taken, unless the damage is from a 
citcal hit 0 he relentless fighter drops to 1 hit point instead, 


ACTIONS 


Maltiattack, The hghter makes two weap’ 


Battleaxe. iteice We0p0r Attoc 
damage, or7 (110+ 2) slashing 


9 hit, reach's ft. one creature, Hé:6 (148 + 2) slaching 
smage if used with twa hands ta make a melee atta 


Javelin. Melee or 


ged Wenpan Attack: +4 to hit, reach 5 ft. or range 30/120 ft, one creature, 
damage at range, 
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RucceD Warrior 
Me 


iam humanoie ony alignment 


‘Armor Class 16 (chain shirt, shield) 
Hit Points 19 (208 + 6) 


speed 307 
STR DEX CON Int wis cHA 
14(:2) 12(+1) 14(:2) 9(4) 12(41) 9(4) 


Skills Survival +3 
Senses passive Perception 11 

Languages Any one language (usually common) 
Challenge 1/2 (100 xP) 


Defensive Formation. The warrior gains a +2 bonus to its AC if at least one of the warrior's 
ailios with 3 shield is within § feet of the the warrior and the ally isn't incapacitated, 


ACTIONS 


Bottleaxe. Melze Weopon Attack: +410 hit, each 5 fe, one creature. Hit:6 (18 
damage, or 7 (1d10 + 2) slashing damat 


) slashing 
jeif used with two hands to make a melee attack 


Shortbow. Ranged Weapon attock: +4 ta hit, range 80/320 ft,ane creature. Hit: 5 (106 + 2) 
piercing damace. 


Medium humanoid, ony alignment 


Armor Class 18 (clate] 
Hit Points 149 (23c8 - 46) 


, Speed 30 7t 
sTR DEK con INT cHA 
16 (-3) 1462) 146 16(+3) 


Saving Throws Cha +6 
Skills History +5, Insight +5, Intimidation +6, Persuasion +6 
Senses passive Perception 12 

Languages Any two languages 

Challenge 7 (2500 x?) 


sdvantage on saving throws against baing frightened 


‘Aura of Courage. Allied creatures that are within 30 and can see or hear the ruler- 
warrior have advantage on saving thraws against being frightened 


Ferocious Attacks, The ruler-warrior rolls double damage ice for its weapon 
attacks (includad in the weapon attack descriptions) 


ACTIONS 


‘Multiattack. The ruler warrior makes three longsword attac! 
crossbow attacks (the ruler-war 


sor two heavy 
ignores the Loading quality). 


Longsword, Melee Weapon Attack: +6 to hit. reach 5 ft, one creature, Hit: 12 [2d8 + 3) 
slashing damage, or 14 (2d10 + 3) slashing damage if used with two hands to make 
a melee attack 


Crossbow, heavy. Ranged Weopon Attack: +6 to hit, range 100/400‘. one creature, 


its 14 (2010 + 3) piercing damage, 
REACTIONS 

Parry. The ruler-warrior adds +3 AC against an attack that would normally hit it. To 
50, the ruleranatrior must sae the attacker and be wielding a melee weapon 
——— 
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— Ee 
SCHOLAR 


Medium humanoid. ony alignment 


‘Armor Class 10 
Hit Points 9 (208 +0) 


Speed 30 
STR DEX CON INT wis cHA 
QC) 10(r0)10(r0)46(13)—42(ra)—12(+) 


Saving Throws Int +5 
Is Arcana +6, History +5 
Senses passive Perception 1 
Languages Any three languages, 
Challenge 1/8 (25 XP) 


Faint-Hearted, If creature makes an attack on the scholar, ang the scholar 
is not incapacitated, it can move 10 feet away from the attacker as a 
reaction, not provoking attacks of opportunity. 


Actions 


Dagger. Melee or Ranged Veopon Attock: +2 to hit, reach 5 ft. or range 20/60 
ft one creature. Mit: 2 (144) piercing damage in melee, or 2(1d4) piercing 
damage at range. 


Art by Milona 


ScOUNDREL 


Mecium humanoid, any olignmment 


‘Armor Class 13 (/catlier) 
Hit Points 9 (238 + 0) 


Speed 20 ft. 
STR DEX con INT wis cHA 
jo(+0) —14(42)— 10(0)—10(+0), 14(+2) 


Skills Deception +4, Persuasion +4, Sleight of Hand +4, Stealth +4 
Senses passive Perception 10 

Languages Any one language (usualh 
Challenge 1/4 (50 xP) 


Suprise Attack, Ifthe scoundrel surprises creature and hits itwith an 
attack during the first round af combat, the target takes an extra 3 (1d8) 
damage from the attack 


ACTIONS 


Dogger. Melee or Ranged Weapon attack: +4 to hit, reach 5 ft. orrange 20/60 
fi, one creature. Hit 4 (1d + 2) piercing damage in melee. or 4 (144 +2] 
piercing damage at range 
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berto Pitturru 


es | 
SEASONED HUNTER 


Medium humanoid, any alignment 


Armor Class 15 (studded leather) 
Hit Points 55 (10d8 + 10) 
Speed 30 ft 


STR DEX CON INT WIS CHA 
14 (+2) 16 (+3) 12 (+1) 12(+1) 16 (+3) 11 (+0) 


Saving Throws Dex +6 

Skills Acrobatics +6, Nature +4, Perception +6, 
Survival +9 

Senses passive Perception 16 

Languages Any two languages 

Challenge 3 (700 XP) 

Ambusher. The seasoned hunter has advantage 

on attack rolls against any creature it has 

surprised. 


Evasion. If the seasoned hunter is subjected to 
an effect that allows it to make a Dexterity 
saving throw to take only half damage, the 
seasoned hunter instead takes no damage if it 
succeeds on the saving throw, and only half 
damage if it fails, 


Evasive Fire. As a bonus action, the seasoned 
hunter may move up to half of its movement 
away from its target immediately after making 
an attack. This does not provoke an attack of 
opportunity from the target if it is within 5 feet, 
but it still has disadvantage on Evasive Attacks 
made with ranged weapons against enemies 
within 5 feet. 


ACTIONS 


Multiattack. The seasoned hunter makes two 
ranged or three shorsword attacks 


Shortsword. Melee Weapon Attack: +5 to hit, 
reach 5 ft,, one creature. Hit:6 (146 + 3) piercing 
damage. 


Longbow. Ranged Weapon Attack: +5 to hit, range 
150/600 ft., one creature. Hit: 7 (1d8 + 3) 
cing damage, plus 3 (1d6) poison damage. 
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SHAMAN 


Medium humanoid, any alignme 


Armor Class 12 
Hit Points 52 (8d8 + 16) 
Speed 20 ft 


STR DEX CON INT WIS CHA 
14(+2) 12 (+1) 14(+2) 14 (+2) 16(+3) 12 (+1) 


Skills Nature +4, Perception +5, Survival +5, 
Medicine +5 

Senses passive Perception 15 

Languages Any two languages 

Challenge 3 (700 XP) 


Spelicasting. The shaman is a Sth-level spellcaster. 
Its spelicasting ability is Wisdom (spell save DC 13, 
+5 to hit with spell attacks). The shaman has the 
following druid spells prepared: 


Cantrip (at will): druidcraft, shillelagh, produce flame 
1st level (4 slots): absorb elements, cure wounds, fog 
cloud 

2nd level (3 slots): barkskin, lesser restoration, locate 
object 

3rd level (3 slots): call lightning, daylight, protection 
from energy 

4th level (3 slots): blight, confusion, polymorph 

Sth level (1 slots); mass cure wounds 


AcTIONS 


Quarterstaff. Melee Weapon Attack: +4 to hit, reach 5 
ft, one creature. Hit: 5 (1d6 + 2) bludgeoning 
damage if using two hands or shilleglah, 
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SLAYER 


Medium humanoid, any alignment 


Armor Class 16 (none) 
Hit Points 161 (1908 + 76) 


Speed 30 ft 
STR DEX CON INT WIS CHA 
18 (+4) 14(+2) 18 (+4) 10(+0) 14(+2)  8(-1) 


Saving Throws Str +7, Con +7 
Skills Athletics +7 

Senses passive Perception 12 

Languages Any one language (usually common) 
Challenge 7 (2900 xP) 


Brute. A melee weapon deals one extra die of its damage 
when the slayer hits with it (included in the attack). 


Reckless. At the start of its turn, the slayer can gain 
advantage on all melee weapon attack rolls it makes 
during that turn, but attack rolls against it have 
advantage until the start of its next turn. 


Unarmored Defense. While the slayer is wearing no 
armor, its AC includes its Constitution modifier. 


AcTIONS 


‘Multiattack. The slayer makes three weapon attacks, one 
with its battleaxe and two with its handaxe(s), 


Bottleaxe. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
creature. Hit: 13 (2d8 + 4) slashing damage, or 15 (2d10 + 
4) slashing damage if used with two hands to make a 
melee attack. 


Handaxe. Melee or Ranged Weapon Attack: +7 to hit, reach 
5 ft. or range 20/60 ft,, one creature. Hit: 11 (2d6 + 4) 
slashing damage in melee, or 11 (2d6 +4) slashing 
damage at range 


REACTIONS 


Unbridled Fury (Recharge 4-6). In response to being hit 
by a melee attack, the slayer can make a battleaxe attack 
against a creature within 5 feet 
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SOLDIER 


Medium humanoid, ny olgrrnent 


Armor Class | 
Hit Points 3 


sie DEX CON Int wis cHA 


skills 


Senses passive Perceptio) 
Languages Any one language (usually commor 
Challenge 1 (200 xP 


‘Martial Advantage. Once per turn, the soldier can deal an extra 7 (246) 
damage to a creature it hits with a weapon attack if that creature is within 5 
feet of an ally of the soldier that isn’t incapacttated 


Longsword. Melee Weapen Attocic +4 to hit, raach 5 ft, one creature, Hit 6 
108+ 2 1a damage, or 7 (1d10 + 2) slashing camace if used with two 
hands to make a melee attack 


Crossbow, light. Ronged Weopon Attack: +4 to hit, range 80/320 ft, one. 
creature. Hit: (198 + 2) piercing damage, 


SPELLSWORD 


Medium humanoid, any alignmen 


‘Armor Class 16 (by 
Hit Points 71 (1 
Speed 30. 


Skills Arcana 16 
Senses passive Pe 
Languages An: 
Challenge 4 (1100 
War Magie. When the spellsword uses its action to cast a cantrip or 1st 
level spell, it can make an attack with its longsword as a bonus action. 


Spelicasting. The spellsword is a 4th-level spelicaster. Its spelicasting 
ability is Intelligence (spell save DC 14, +6 ta hit with spell attacks). The 
spellsword has the following wizard spells prepared: 


Cantrip (at wll:fire bolt, trve strike 
Istlevel (¢sletsh: grease, shield, chun 


2nd level (3 siots): flaming sphere, invisibility, 


Ac 


‘Multiattack. The spellsword makes two longsward attacks, 


Longsword. Melee Weapon Attack: +6 to hit, reach $ ft, one creature. Hit: 
7 (108 +3) slashing damage, ar 8 (1410 + 3) slashing damage if used 
with two hands to make a melee attack. 
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—————===EEeEEE) 
WakcHlEF 


Medium humanoid, any alignment 


Armor Class 14 (hide) 
Hit Points 135 (18d8 + 54) 
Speed 30 ft. 


STR DEX CON INT wis CHA 
16 (+3) 14(+2) 16 (+3) 14(+2) 16(+3) 16 (+3) 
Saving Throws Cha +6, Wis +6 
Skills Insight +6, Perception +6 
Senses passive Perception 16 
Languages Any two languages 
Challenge 5 (1800 xP) 


Brute. A melee weapon deals one extra die of its 
damage when the warchief hits with it. 


‘Sweeping Attack (Recharge 5-6). When the 
warchief makes a greataxe attack, it can make an 
additional greataxe attack, as a bonus action, on 
a creature within reach and 5 feet of the original 
target 


AcTIONS 


Multiattack. The war chief makes two weapon 
attacks. 


Battle Cry (1/Day). Each creature of the 
warchief's choice that is within 30 feet of it, can 
hear it, and not already affected by Battle Cry 
gain advantage on attack rolls, until the start of 
the warchief's next turn. The warchief can then 
make one attack as a bonus action. 


Greataxe. Melee Weapon Attack: +6 to hit, reach S 
ft, one creature. Hit: 16 (2d12 + 3) slashing 
damage 


Javelin. Melee or Ranged Weapon Attack: +6 to hit, 
reach 5 ft. or range 30/120 ft,, one creature. Hit 
10 (2d6 + 3) piercing damage in melee, or 10 (2d6 
+3) piercing damage at range. 
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WarDEN 


Medium humanoid, any alignment 


Armor Class 15 (chain shirt) 
Hit Points 38 (708 + 7) 
Speed 30 ft 


STR DEX CON INT WIS CHA 
14 (+2) 14(+2) 12 (+1) 12 (+1) 14 (+2) 12 (+1) 


Skills Insight +4, Perception +4 

Senses passive Perception 14 

Languages Any one language (usually common) 
Challenge 1 (200 xP) 


ACTIONS 


Multiattack, The warden makes two melee 
attacks or one hand crossbow attack. 


Mace. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one creature. Hit: 5 (1d6 + 2) bludgeoning 
damage. 


Crossbow, hand. Ranged Weapon Attack: +4 to hit, 
range 30/120 ft., one creature. Hit: 5 (16 + 2) 
piercing damage, and the target must succeed 
on a DC 12 Constitution saving throw or fall 
asleep for 1 minute. The target awakens if it 
takes damage or another creature takes an 
action to wake it. This attack has no effect on 
constructs or undead, 


Art by Will O'Brien 


Disarming Strike (1/Turn). Melee Weapon Attack: 
+4 to hit, reach 5 ft., one creature. Hit: 5(1d6 + 2) 
bludgeoning damage, and the target must 
succeed on a DC 12 Strength saving throw or 
drop one item of the warden’s choice that the 
target is holding, The object lands at the target's 
feet. 
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=a 
WHIRLING SWORDSMAN 


Medium humanoid, any alignment 


Armor Class 15 (leather) 
Hit Points 71 (13d8 + 13) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
10(+0) 20(+5) 12(+1) 10 (+0) 12(+1) 12(+1) 

Saving Throws Dex +7 

Skills Acrobatics +7 

Senses passive Perception 11 

Languages Any one language (usually common) 
Challenge 4 (1100 xP) 


Ferocious Attacks. A melee weapon deals one 
extra die of its damage when the swordsman hits 
with it (included in the attack). 


AcTIONS 


Multiattack. The swordsman makes two attacks 
with its scimitars. 


Scimitar. Melee Weapon Attack: +7 to hit, reach 5 ft. 
one creature. Hit: 12 (206 + 5) slashing damage. 


Whirlwind (Recharge 4-6). The swordsman moves 
up to 15 feet. Up The swordsman may make a 
scimitar attack on up to 5 creatures of the 

Art by Jason Engle swordsman's choice that pass within 5 feet. 
Attacks of opportunity taken while the swordsman 
is using the Whirlwind action have disadvantage. 


REACTIONS 


Uncanny Dodge. The swordsman halves the 
damage from an attack that hits it. The 
swordsman must be able to see the attacker, 


